The first thing I did was field research. I downloaded two such apps; "Checkpoint Wingman" and "Phantom Alert." These apps work basically as a message board; persons who have the app can "report" a DUI checkpoint that they come across, and then these reports become part of a database. Owners of the app may then "pull" from the database the reported checkpoints and (theoretically) know whether they are at risk of getting "busted" with a DUI.
Let's assume there's a strong correlation between a person's propensity to drive intoxicated and the odds that they would be willing to post to the database [3] . If this assumption stands, then the database relies on persons who drive intoxicated frequently but don't get caught at the checkpoint to make the updates. The updates could be so time late as to be useless. Because this is the five-minute analyst, we'll assume that (substantial) problem away with a hand-wave. Now, we can take cases on checkpoints. If the checkpoint is optimally situated, that is, in a "chokepoint" that must be crossed for the drunk to get from his starting location to his destination, there are two outcomes: either he elects to make the trip while intoxicated and is arrested, which is counted as a "win" for law enforcement; or he is deterred from making the trip and does "something else" -takes a cab, gets a driver, sleeps it off -which is also a "win" for law enforcement.
Easy enough. Now let's extend this to the case where there are two routes from the starting point to the destination. It would seem at first that the drunks would now have an advantage because they could gain knowledge about the risk of the paths. However:
1. As we discussed above, the information could be time-late. 2. The police get the same information.
There's no reason that the police can't download the DUI apps and gain intelligence about where the drunks think the checkpoints are. Because both sides have the same information stream [4] , this breaks down into a two-player game (payoffs are relative to the drunks; see The solution to this game is a mixed strategy for both players, and any individual drunk playing against the police in this situation will have a 50 percent chance of being caught [5] , the same as if there was no app at all! An identical argument will show that the odds of escaping the
